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Music room: This scene is intended to be an optional interlude between the 
two 'drill' sections of the game. The student is presented with 
a sequence of musical notes played one at a time. The 
student must then mimic the sequence which increases in 
length as the tune gradually plays. When the tune is 
completed and the student has successfully copied all the 
correct notes in their correct order, the student progresses to 
the next scene. 

note: The student can bypass the music room at any time by 
pressing 'ESC'. If the student fails four times the music room 
scene will end and the next section will start. 

Sini s Place. This is the scene where the final showdown between good 
and evil takes place. The student must answer similar 
questions to the ones asked during the castle scene, but there 
are different outcomes, giving the student renewed interest in 
the chosen topic. 

Awards: Upon completion of the previous scenes, Professor Penguin 

arrives at the end of his thought-provoking journey to find 
himself and his penguin friends enjoying a rewarding 
celebration in cartoon form. If Siniguin has been captured 
during the game, there is an extra reward. 

Summary: This section summarizes the student's performance and 

allows him to save the record. 


b) The QUIZ EDITOR 

The Quiz Editor is a versatile tool for use in developing quizzes to be 
used with QUIZ CASTLE or to produce printed tests easily. The program 
supports both question and answer' and 'multiple choice' types of 
questions. Upper and lower case letters and common French and Spanish 
characters can be used on all Apple ][ series computers. Up to 14 quizzes 
can be saved on any data disk. Each quiz may contain up to twenty 
questions. Each question may have up to three hints. 


c) The RECORD MANAGEMENT SYSTEM 

The RECORD MANAGEMENT SYSTEM will allow you to keep records 
for up to sixty students. Each student record can hold the results of up to 
twenty eight quizzes. Each quiz record consists of the student's name, the 
name of the quiz, the final score and a list showing the number of times 
each question was answered incorrectly. 
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EDUCATIONAL OBJECTIVES 


QUIZ CASTLE is an entertaining way to present information in the form 
of drill and practice questions. Drill and practice materials help students to 
consolidate and internalize newly learned skills or facts. Without this 
practice many children will not retain the new information for more than a 
short period of time. For many students a computer game is more highly 
motivating than worksheets or flashcards. This entertaining computer game 
uses animated color graphics and the personality of our hero, Professor 
Penguin. 

The versatile QUIZ EDITOR can be used to create quizzes in any 
content area, including French and Spanish. It can also produce printed 
copies of the quizzes to be used in the classroom or for homework. 

The RECORD MANAGEMENT SYSTEM is a useful diagnostic tool 
because the information provided goes beyond the usual percentage of 
correct answers. 


CLASSROOM INTEGRATION 


a) Classroom 


Teachers at all levels can develop quizzes for different subjects (math, 
French, Spanish, history, social studies, biology, science, health, 
grammar, physics, etc.). 


For example: 

Math Questions Answers 

Bill is six years old. John is seven. Melissa is four Melissa 
and Jane is nine. Who is the youngest? 

Melissa has two dollars. Bill has four dollars. Jane 

Jane has sixteen dollars. The toy costs twelve 
dollars. Who can buy the toy? 

6 + 2 = 8 

7-3= 4 
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b) Learning Assistance/Special Education 

Using the authoring system, the teacher can tailor the quizzes to provide a 
review of skills in a detailed step-by-step manner. For example, if a child has 
difficulty with specific word attack skills (short vowels, beginning consonants, 
phonograms, compound words, plurals, etc.), the questions and answers can 
be constructed to highlight words requiring the child to practice these skills. 

For example, to practice the short "a" sound, the multiple choice answers 
could all contain the short "a" sound or there could be some words with short "a" 
and some "distractors" (words with other sounds) to test the student’s ability at 
a higher level. This approach could also be used to help non-English speakers 
understand English. 

For example: 

Question 
on your head 

on-off * hand - foot * love 

smack * slap * _ 

small animal 
so you don't get lost 
bus * bike * cab * car * 
a pal grabbed your candy 

Stan _ a cake. 

wet, brown, sticky, mucky 

The game format is motivating for students who are having difficulty. 
Sometimes the difficulty for these students is not in their inability to learn, but in 
their poor self-concept. They believe they are stupid and unable to learn. The 
game encourages them to practice a difficult skill in a friendly and accepting 
atmosphere. This practice is often all they need to begin improving their skills. 
As their skills improve, so does their self-concept, encouraging them to 
practice more. More traditional material can then be (re)introduced. 

c) Bilingual Education 

Using the QUIZ EDITOR quizzes can be developed in Spanish, French or 
English. The quizzes can also be constructed so that Spanish or French 
questions are answered in English, or vice versa. Teachers can assist non- 
English speaking children learn English by starting them in the language they 
know and working them gradually into English. Or the quizzes can be created 
using simple English and progress to more complex sentences and ideas. See 
Section 5(c) for instructions on how to type French and Spanish characters. 


Answer (short a) 

hat 

hate 

hit 

cat 

map 

van 

and you feel mad 

made 

mud 
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d) Enrichment 


Teachers can use the QUIZ EDITOR to create questions from Bloom's 
Taxonomy. Questions can focus on the more advanced thinking skills 
(analysis, synthesis and evaluation). For example, the questions and 
answers might be: 


Multiple Choice 

Skill Question Answer 

Analysis He broke into a cold sweat. His heart pounded terror 
and his eyes widened as he began to lose 
his grip. Interpret these actions. 

Synthesis A box with buttons moving in a shaft. Doors elevator 
that open and close. 

Evaluation Temperature drops below 0 degrees centigrade snow 
and there's too much moisture in the air. 

What happens next? 

Teachers can have children write their own quizzes, (individually, in 

pairs or in groups) by giving them a topic and Bloom's Taxonomy levels. 


e) Mature or Older Student 

High school students or adults lacking basic skills require programs that 
provide a review of factual knowledge in a more mature fashion. Basal 
readers (Look John. Look at Spot. See Spot run. Look, look, look! etc.) 
are so obviously written for children that adults are embarrassed when 
asked to work with these materials. 

QUIZ CASTLE is basically an arcade quiz game. This type of game 
appeals to all age levels, especially when speed is a factor. Using QUIZ 
CASTLE to improve the mature student’s knowledge base is acceptable 
because it is not expressly geared to young children and it uses the game 
format to provide motivation. 

Use of the QUIZ EDITOR can aid teachers in developing quizzes 
around the varied interests of their clients (i.e. business, carpentry, 
gardening, mechanics, skiing, hockey, cooking, etc.). 
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The GAME 


a) Hardware Requirements 

You will need an Apple ][ series computer with at least 48K RAM and 
one disk drive. A color monitor is preferred. 

b) Getting Started 

If you intend to keep a record of your game, be sure you have a 
'RECORDS' disk prepared and ready. For instructions on how to do this 
see 'RECORD MANAGEMENT SYSTEM'. Insert the game disk into the 
disk drive with side #1 facing up. Close the door on the disk drive and then 
turn on the computer. If the computer is already turned on and in BASIC 
mode, just type PR#6 and then press 'RETURN'. The opening graphic 
will appear and the program will load. At this point make sure that the 
CAPS LOCK' key is down. When the loading is finished, the music and 
animation will start. Press any key to continue. 

The user will then be asked whether or not he wants the instructions. If 
the answer is yes, a text screen will appear with a brief summary of the 
scenario which is followed by an animated graphic showing the start of the 
mission. 



This is followed by a short summary of the operating instructions. The 
main program is then loaded and then the user is prompted to 

INSERT STORAGE DISK OR SIDE 2' . 

If you have prepared your own quizzes on a subject disk, then now is the 
time to change disks. If not, then you should turn over the game disk so that 
side #2 is facing up. Close the drive door and press the space bar. 
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You will then be shown a list of all the quizzes on that disk and asked to 
select the one you want to play. 





Choose 8 quiz (A 

-L) 


A: ANIMALS 

H: THE BODY 


B: NOMBRES 

I: SPORTS 


C:VEHICLES 

J: PEOPLE 


D: ANIMALS2 

K:PLACES 


E: STORIES 

F: INDIANS 

G: UNIVERSE 

Choo3e>>> ■ 

L: HISTORY 



Just press the letter to the left of the quiz that you want. The quiz will 
load and the student will be prompted to reinsert side #1 of the game disk 
and press the space bar. 

caution: NEVER write-protect the game disk! 

NEVER remove the game disk from the 
drive at any other time during the game. 

It must remain in the drive at all times. 


c) The Game Options 

i) The game is equiped with an optional timer. This controls how long the 
student has to answer each question. 



Input time limit per question: 

<A> Short (7 sec.) 

<B> Medium (12 sec.) 

<C> Long (18 sec.) 

<D> None 


Press the letter to the left of your choice. 
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ii) The sound can be turned on or off at any time by pressing 'S' while 
holding down ’CONTROL’. 

iii) The order of presentation of the questions can be either random (new 
order each time the program is booted) or sequential (the order they 
were typed). This has been set by the author of the quiz and can only be 
changed using the QUIZ EDITOR. 

note: The quizzes on the game disk cannot be changed. 


Controlling Professor Penguin 

<- moves Professor Penguin to the left. 

-> moves Professor Penguin to the right. 

The space bar makes Professor Penguin jump. 

Any other key makes Professor Penguin stop. 

note: -Professor Penguin will not move if he is waiting to answer a 
question. 

-The student has no control over Professor Penguin when he is in 
the music room. It is not necessary here. 


Scoring Points 

Points are awarded as follows 


10 points for a correct answer 
-10 points for a wrong answer 
You lose half your points when you fall into a slime pit 
500 points for capturing Siniguin 



f) The Game Begins 


As the game begins, Professor Penguin is inside the castle, searchinq 
for the magic mortarboard. 


0penche3t? (Y)e3or(N)o 


!3I®53 

£H3g| 

menu 

£113 gj 
£113 £1 
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As the student explores the castle, questions will be asked. Each 
question will be asked up to three times in a row, with a new hint given each 
time. If the student has failed to answer correctly the third time, the correct 
answer is then revealed. The same question may appear again later in the 
program. 

If you forget what Professor Penguin is carrying, just press 'ESC' and a 
list of his possessions will appear. Press '1' to continue playing. 

When the student has recovered the magic mortarboard and has found a 
way out of the maze, an option of stopping the game or continuing will 
appear. If the option to continue is chosen, the student is given the choice 
of entering the MUSIC ROOM or proceeding directly to SINI'S PLACE. In 
SINI'S PLACE the goal is to capture the evil 'SINIGUIN'. To do so the 
student must climb up a flight of stairs by answering questions. When the 
top of the staircase is reached, the student must pursue SINIGUIN. In 
order to catch SINIGUIN and earn 500 bonus points (and the extra reward 
graphic), the student must press the space bar when the orange box moves 
under SINIGUIN and then answer another question. 

When SINI'S PLACE is finished the student is given the choice of 
stopping or seeing the AWARD DANCES. When the game finally stops, a 
performance summary appears, including the number of times each 
question was incorrectly answered. 

GOOD LUCK! 


g) Quitting It is possible to quit at any time by pressing 'ESC'. 

This gives the student a menu where he can choose to 

<1> Play some more 

<2> Stop playing and see how you did 

This screen also contains a list of Professor Penguin's possessions. 
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h) Game Error Messages 


1) Insert storage disk or side 2 and press SPACEBAR. 

cause: The drive door is not properly closed gi the disk in 
the drive is not a proper storage disk. 


2 ) Remove write protect. 

cause: The small notch on the right side of the disk has 

been covered. Remove the covering and proceed. 


3) Disk not initialized 

cause: The drive door has been left open gr the disk in 
the drive is damaged or unformatted. 


4) Disk full 

cause: This disk has no more room &r the disk already 
has 60 student records on it. The record has not 
been saved. You must use a different 'RECORDS' 
disk. 
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The QUIZ EDITOR 


a) Getting Started 

Step #1 In order to use the QUIZ EDITOR you must have a storage disk 
all ready to use after you've started the editor program. If you 
already have a prepared storage disk you can procede directly to 
step #2. A 'STORAGE DISK' is a disk of your own that you have 
prepared using the following procedure. Do not store other 
unrelated data on this disk. To create a 'STORAGE DISK', you 
must initialize a new, blank disk by following these three steps: 

i) Boot up the DOS 3.3 SYSTEM MASTER disk. 

(This came with your disk drive when you 
bought it.) 

ii) Remove the SYSTEM MASTER and insert the new disk. 

iii) Type INIT HELLO then press 'RETURN' and wait 30 
seconds. 


Step #2 Insert the game disk into the drive with side #2 facing up. Close 
the door on the disk drive and then turn on the computer. If the 
computer is already on and in BASIC mode, just type PR#6 and 
then press 'RETURN'. The opening graphic will appear and the 
program will load. At this point make sure that the 'CAPS LOCK' 
key is down. After the loading is finished, the MAIN MENU will 
appear. The MAIN MENU acts as a home base for the editor. 
From here you can access all of the commands necessary for 
creating and editing a quiz. The first thing you must do is insert 
your storage disk and press the spacebar. 

IMPORTANT: NEVER change the disk in the drive unless a 
screen message directs you to do it. The editor 
uses the disk in the drive as a temporary storage area. If 
the disk is changed at the wrong time, your work will be 
lost. 

note: Make sure the 'STORAGE DISK' is not write protected 

before you use it. The notch on the right side must be 
uncovered. 



b) The Main Menu 


1 r .. 1 

Question Editor ] 

1 ..Load a Quiz 


2..Save a Quiz 


3..Create Questions 

Press T 
for 

4..Edit questions 

Instructions 

5..Delete 8 quiz 


6..Clear all Questions 


7..Erase last Question 


8..Exit to Basic 

Questions: 0 

9..Dump to printer 

Max: 20 


1) Load a Quiz 

This selection will enable you to load a previously saved quiz. You 
will be shown a list of all the quizzes on the disk and a letter representing 
each quiz. To load in the quiz of your choice, you just type the letter 
next to the name of the quiz you want to work with. After the computer is 
finished loading your quiz, the MAIN MENU will appear. 

note: You cannot load the quizzes on the original game disk. 


2 ) Save a Quiz 

After you have finished a quiz you must always save it on a storage 
disk. You will be asked what name you want to give to your quiz. This 
name may have up to 8 characters. A name may consist of letters, 
numbers and blanks. Partway through the save operation, you will be 
asked to insert a storage disk. This is in case you want to save the set on 
a different disk. After typing the quiz name you will be asked 

(S)equential or (R)andom presentation ? 

Pressing 'S' will cause the questions to be presented in the order they 
were typed and pressing 'R' will cause the questions to be presented in a 
random order each time the game is restarted. When printing a hard 
copy of the quiz, the questions will always be in sequential order. 

When the saving process is complete, the MAIN MENU will appear. 

note: You cannot save quizzes on the original game disk. 
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3) Create a Question 


This program supports both multiple choice and fill-in-the-blank types 
of questions. Multiple choice should always be used if there is more 
than one possible word (ie. a body of water could be 'OCEAN' or 
'SEA'). Multiple choice should also be used if the answer is difficult to 
spell correctly. You will be asked to choose the format before typing in 
the question (see appendix c). The next screen will outline the structure 
of the question. Pressing 'RETURN' will erase from the cursor to the 
end of the line and position the cursor at the start of the next line. 

You will then be asked to type the answer to the question. The 
computer will automatically convert everything to upper case. Press 
'RETURN' when you are finished. 

Hints are optional. If you don't want to give any hints, just hit 
'RETURN' a few times to pass by them. When playing the game, only 
one hint is shown at a time. Hints are presented in consecutive order so 
if you don't want a hint to be shown until the question is answered 
incorrectly you should leave hint #1 blank and fill hints #2 and #3. After 
you have finished the hints the question is finished. 

4) Edit a question 

To edit a question, you must first select the question you want to edit. 
This can be done two ways. You can use the arrow keys to step through 
the questions one by one until you find the one you want to change, or 
you can press 'C' for choose and enter the number of the question. 

When you arrive at the desired question, press 'E' to start editing. A 
flashing cursor will appear at the beginning of your question. You must 
type in the corrections, move the cursor to the end of the line, and press 
'RETURN'. The 'ESC' key will always move the cursor to the next line 
and cancel any corrections that were made without pressing 'RETURN' 
at the end of the line. If you feel you have made a mistake while typing 
on a line of text and want the old line back, just backspace to the desired 
location and then hit the forward arrow key to retrieve the old text. When 
you have finished editing a question, the disk drive will turn on for a few 
seconds and then the computer is ready to do some more editing. To 
return to the MAIN MENU, just press 'ESC'. 

5) Delete a Quiz 

This is used only when you want to erase an entire quiz from the 
storage disk. You will be shown a list of all quizzes on the storage disk 
and allowed to choose. After the computer is finished, the MAIN MENU 
will appear. 

note: You cannot delete quizzes from the original game disk. 
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6 ) Clear all Questions 

This function erases all questions of the quiz currently being worked on. 

7) Erase last Question 

This function erases the last question. 

8 ) Exit to BASIC 

This puts the computer into BASIC with DOS 3.3 active. 

9) Dump to Printer 

This function lets you make a hard copy of your quiz on your printer. You 
have the option of printing just the questions or questions, answers and 
hints. The questions will always be printed in sequential order, not random. 

note: The printer must be connected to slot # 1 , the standard slot for Apple 
printers. If it isn’t, then the program will 'hang' while waiting. If this 
happens just press 'RESET' while holding down 'CONTROL'. This 
will return you to the main menu. Save the quiz and then turn off the 
computer and reconnect the printer to slot #1. Try again. 


c) Characters and Special Keys 

i) The following characters are not available. Attemping to use them 
will cause a 'beep'. @ \ | " ' ~ [ ] { } 

ii) To get the underline character (_) just press ’O' while holding 
down 'CONTROL'. 

iii) To get a capital letter you must press 'A' while holding down 
'CONTROL'. The next letter will be upper case. 

iv) To get a French character you must press 'F' while holding down 
'CONTROL'. The next number typed will give a French character. 

Press 123456789 

to get geeeT a a 6 u 

v) To get a Spanish character you must press 'S' while holding down 
'CONTROL'. The next number typed will give a Spanish character. 

Press 1234567890 

to get j i a e \ 6 u h « » 

vi) The 'ESC' key will always bring you to the MAIN MENU. 

note: When typing answers, the program automatically converts to capitals. 


14 



d) Question Editor Error Messages 



1) 


Insert storage disk and hit <SPACE>. 


cause: The drive door is not closed properly or the disk in the drive is 
damaged or not properly formatted. This message also 
occurs whenever it is possible to change disks (ie. you may be 
moving a quiz from one storage disk to another). 


2 ) This disk already has 14 quizzes 

cause: The disk already contains 14 quizzes which is the maximum it 
can hold. To do more you must use a different storage disk. 


3) Quiz is full 

cause: The quiz already contains 20 questions which is the maximum 
it can hold. To continue, you must save this quiz, clear all 
the questions and then start a new quiz. 


4) Error. . . Please check disk 


cause: The drive door is not closed properly qr the small notch on the 
right side of the disk has been covered qr the disk in the drive 
is damaged or not properly formatted. 
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The RECORD MANAGEMENT SYSTEM 


a) Getting Started 

In order to use the RECORD MANAGEMENT SYSTEM you must 
have a 'RECORDS' disk ready to use at the end of the game session. A 
'RECORDS' disk is a disk of your own that you have prepared using the 
following procedure. Do not store other unrelated data on this disk. To 
make a 'RECORDS' disk, you must initialize a new, blank disk by following 
these three steps: 

i) Boot up the DOS 3.3 SYSTEM MASTER disk. 

(This came with your disk drive when you 
bought it.) 

ii) Remove the SYSTEM MASTER and insert the 
new disk. 

iii) Type INIT HELLO then press 'RETURN' and wait 30 
seconds. 


note: Each 'RECORDS' disk can hold data for sixty students and each 
student record can hold the results of up to 28 quizzes. If you will 
need more, you must prepare another 'RECORDS' disk. 


b) Saving records 

At the end of each game session, the student is asked to type his name 
and then press 'RETURN'. The student will then be asked to remove the 
game disk and insert the 'RECORDS' disk. The student's name and game 
results will then be stored on the 'RECORDS' disk. If 'RETURN' is 
pressed without typing a name, the record will not be saved. 

note: If a record with the same name already exists on the disk, the 
student is given the opportunity to enter a new name or to use the 
existing record. If two students have the same name one of them 
must be differentiated. Use a number or a last initial (ie. BARB 

and BARB G). 
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c) Examining records 


Insert the game disk into the drive with side #2 facing up. Close the door 
on the disk drive and then turn on the computer. If the computer is already 
on and in BASIC mode, just type PR#6 and then press 'RETURN'. 
Press 'R' while holding down 'CONTROL' while the disk is loading. At this 
point make sure that the 'CAPS LOCK' key is down. After the loadinq is 
finished, the RECORD MANAGEMENT SYSTEM MENU will appear. 


RECORD MANAGEMENT SYSTEM 


1 ..LOAD RECORDS FROM DISK 

2.. DISPLAY STUDENT NAMES 

3.. DISPLAY ONE STUDENT'S RECORD 

4.. PRINT ONE STUDENT'S RECORD 

5.. DELETE ONE STUDENT'S RECORD 

6.. QUIT 

CHOOSE»> ■ 


This menu acts as a home base for the RECORD MANAGEMENT 
SYSTEM. From here you can access all of the commands that you need to 
examine or print the records. 


1) LOAD RECORDS FROM DISK 

Choosing this option will allow you to load the data on a 'RECORDS' 
disk into the computer so that you can examine it or get a printout. 

note: If this has not been done, option #2 through option #5 will not 
work. 


2 ) DISPLAY STUDENT NAMES 

This will display the names of all the students that have saved their 
results on the 'RECORDS' disk that you last loaded with option # 1 . 


3) DISPLAY ONE STUDENT'S RECORD 

After choosing this option, you will be asked to type the name of the 
student and then press 'RETURN'. You will then be shown a list of all 
the quizzes that have been played by that student and you will be asked 
which one you want to examine. After typing the number of the 
appropriate quiz, the results will be displayed on the screen. 
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4) PRINT ONE STUDENT'S RECORD 


This is the same as option #3 except the information is sent to the 
printer instead of the screen. 

note: The printer mu st be connected to slot #1, the standard slot for 
Apple printers. If it isn't, then the program will 'hang' while 
waiting for the printer. If this happens just press 'RESET' while 
holding down 'CONTROL'. This will return you to the RECORD 
MANAGEMENT SYSTEM MENU. Turn off the computer and 
connect the printer to slot #1. Try again. 

5) DELETE ONE STUDENT’S RECORD 

This option will allow you to erase one student's name and results 
from the 'RECORDS' disk. You will be asked to type the name of the 
student and then press 'RETURN'. When the operation is complete, 
you will be returned to the RECORD MANAGEMENT SYSTEM MENU. 

6 ) QUIT 

This function clears the screen and puts the computer into BASIC 
with DOS 3.3 active. 


d) Record Management System Error Messages 

1) NO RECORDS ON DISK 

cause: The drive door is open or the disk is damaged or the disk is 
not properly formatted or records were never stored on the 
disk. 

2) ERROR . . .PLEASE CHECK DISK 

cause: The small notch on the right side of the disk has been covered 
or the drive door is open or the disk is damaged fir the disk 
is not properly formatted. 

3) NAME NOT ON FILE 

cause: The RECORD MANAGEMENT SYSTEM does not have any 
records using the name that you have typed. Either you have 
misspelled the name or the student didn't save a record using 
that name. Use option #2 on the MENU to display the 
names contained in the system before trying again. 
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APPENDICES 


a) Preprogrammed Quizzes 

The 12 quizzes on side #2 of the game disk are meant to illustrate the 
types of things that can be done using the editor and to provide some 
quizzes for immediate play. The catagories are 


A) 

ANIMALS 

grades 3 to 4 

B) 

NOMBRES 

grades 3 to 4 

C) 

VEHICLES 

grades 3 to 4 

D) 

ANIMALS 2 

grades 4 to 5 

E) 

STORIES 

grades 4 to 5 

F) 

INDIANS 

grades 4 to 5 

G) 

UNIVERSE 

grades 5 to 6 

H) 

THE BODY 

grades 5 to 6 

1 ) 

SPORTS 

grades 5 to 6 

J) 

PEOPLE 

grades 6 to 7 

K) 

PLACES 

grades 6 to 7 

L) 

HISTORY 

grades 6 to 7 


Mary Stewart researched and wrote the sample quizzes contained on 
this disk. Mary has been an educator in British Columbia for 15 years. She 
is a specialist in a variety of curriculum areas. Her teaching experiences 
range from work with children (K - 12) to instruction at the university level 
through the professional development programs at Simon Fraser University. 
Mary is highly active in the area of teacher development, providing 
leadership through workshops and curriculum development activities. She 
is currently completing graduate work in the area of "Teaching for Thinking". 

b) About the Author 

Walking into Jeff Jones's programming room, the first thing one notices 
is the preponderance of varied penguin paraphernalia. Stuffed penguins sit 
atop the desk, penguin posters line the walls and penguin statuettes and 
mugs fill almost all the available shelf space. Sitting amongst the penguiny 
rubble, disks, stamps, papers and listings, sweating over a hot keyboard is 
the creator of this fine program. 

Born August 29, 1966 in Vancouver, B.C. , Canada, Jeff Jones is ready 
to make his mark on the educational software market. Having placed first in 
three educational software contests, Jeff has proved the quality of his work 
and the skill and artistic ability with which he creates. In the years to come 
expect to see more of Jeff's work. 

In 1984, Quiz Castle won first place for educational software in the 
Computer Literacy Contest, co-sponsored by the Computer Using 
Educators of B.C. and the Data Processing Managers Association of B.C. 
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c) Question Formats 
Question # 


Quiz Name 


i) Fill-in-the-blank 

a) Question 




b) The Correct answer is 

c) Hints 



Note: This sheet can be copied to assist you in making up questions. 


20 


















d) What Do I Do When Something Goes Wrong? 


1. Do not panic. 

2 . Check the power supply. 

3. Are both the monitor and the computer plugged in? 

4. Is the cable attached between the monitor and the computer? Is it 
attached securely? Try wobbling the cable slightly and see if that 
helps. 

5. Are the contrast and brightness knobs on the monitor adjusted 
properly? 

6 . Do the horizontal or vertical knobs on the monitor need tuning? 

7. Is the disk drive 'cord' securely attached to the computer unit? You 
may have to look inside and actually touch some of the working 
parts. 

8 . Have you got a flashing cursor on the screen? Try typing PR#6 
and pressing 'RETURN'. 

9. Get help! Who do you know that knows computers inside and out? 
Perhaps the store where you bought it? 

10. There may be a problem with the disk itself. This could be tested by 
using the problem disk on a different computer station. If it still 
doesn't work, then the problem may be with the disk. See appendix 
(e) to obtain a replacement. 
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e) Warranty Information 


To register your disk please fill out and return the enclosed registration 
card. This validates your warranty and allows us to keep you informed of 
updates and new products. 

This disk is fully guaranteed. If the disk is defective, return it (along 
with a written description of the problem) directly to Didatech Software Ltd 
and a free replacement will be sent if the disk has failed. 

If the disk is physically damaged or erased, return it directly to Didatech 
Software Ltd. along with $10.00 for a replacement, which includes 
shipping and handling. Replacement disks will not be sent if the 
registration card and damaged disk have not been received. 

All correspondance should be sent to: 

Didatech Software Limited 

3812 William Street 

Burnaby, BC, Canada, V5C 3H9 


f) Other Didatech Products 

-FAY: THAT MATH WOMAN 

Learn how and why arithmetic works! Fay is a bundle of energy who 
illustrates children's answers on a number line - giving them a picture of why 
they were right, or why they were wrong. Addition, subtraction, 
multiplication, and division are taught in this exciting program. The school 
edition contains a record keeping system and an authoring system. Take 
your students beyond memorization to true understanding of arithmetic with 
Fay: That Math Woman. Gr. 1 to 3. 

-FAY: THE WORD HUNTER 

Conquer 3000 words with Fay: The Word Hunter! Your students will be 
enthralled as they guide Fay on her underwater search and learn to spell the 
most frequently used words. The most commonly misspelled words are 
emphasized to reinforce your child's fundamental vocabulary. An optional 
'bonus run' provides incentive as a shark, a crab, and a submarine 
compete for jewels. An authoring system is included. Grades 2 to 6. 
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-FAY'S WORD RALLY 


Develop a powerful vocabulary and enhance reading skills with Fay's 
Word Rally. The race format encourages students to advance from simple 
words to more challenging word sets. The program contains 720 words, 
clues, and pictures from the Ginn reading series for grades 1 to 3. Fay's 
Word Rally is an effective tool for standard instruction, remediation, English 
as a second language, and enrichment. Contains an authoring system, a 
record keeping system, and useful suggestions on integrating the program 
into your classroom. Grades 1 to 3. 

- Additional DATA DISKS for use with FAY'S WORD RALLY: 

-GINN INTERMEDIATE 

Based on GINN 720 reading series, grades 4 to 7. 

-HOUGHTON MIFFLIN 

Based on HOUGHTON MIFFLIN reading series, grades 1 to 3. 

-CROSSCOUNTRY USA (apple format only) 

Discover the geography of the United States! This exciting simulation 
teaches map reading skills, knowledge of distance and time, American 
geography, major resources, and problem solving skills. Play the role of 
competing truck drivers to see who can find and deliver goods most 
efficiently. Enjoy America's scenery, avoid mishaps, and minimize 
expenses as your mission takes you to any of USA's 180 largest cities. A 
large map of the USA and computer maps of all 50 states are included. 
Crosscountry USA contains an authoring system so that you can easily 
select specific regions of the US such as the Plains, the South, or the New 
England States. Grades 4 & Up. 

-CROSSCOUNTRY CANADA (apple format only) 

Similar to Crosscountry USA, this program teaches the economic and 
political geography of Canada. Ages 10 and up. 

-Les Aventures de Professeur Manchot (apple format only) 

This program builds elementary French reading and comprehension 
skills in an exciting game that features an eccentric penguin as the hero. 
The entire adventure is in French. Includes 24 fifteen minute excercises on 
each of four key skills: Structures, Vocabulary, Comprehension, and 
'Everyday Situations'. Contains an authoring system, a record keeping 
system, and useful suggestions on integrating the program into your 
classroom. Grades 2 to 6. 
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A Note about School Editions and Lab Packs 


All Didatech Products are available in two editions - home and school. 
The school edition is packaged in a sturdy binder, includes a backup disk, 
an authoring system, a record keeping system, and a special manual 
designed to help teachers integrate the program with their courses. 

Lab Packs consist of one complete school edition plus enough disks and 
supplementary materials for 4 more computer stations. This is ideal for lab 
situations where you don't need extra copies of the package and teacher's 
manual. 


g) 30 Day Preview Policy 


Didatech Software Ltd. recognizes that educators need to evaluate 
software before buying it. You can evaluate any of our products for 30 days 
by sending your request on school letterhead or purchase order . Make sure 
to indicate that you want the material on a 30 day preview basis. After 30 
days, you will have the option of keeping or returning any of the software. 

To help us serve your needs better, we would appreciate a brief note 
telling us why a particular piece of software is being returned - or being kept! 
Specifically, what we could add or change that would make the software 
more useful to you. We ask for your help in this matter. 
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ORDER FORM - SCHOOL EDITIONS 

wish to order the following: 


QTY 


PROGRAM TITI F 


FAY: THAT MATH WOMAN 
FAY: THE WORD HUNTER 
FAY'S WORD RALLY 

HOUGHTON MIFFLIN Data Disk 
GINN INTERMEDIATE Data Disk 
CROSSCOUNTRY USA 
CROSSCOUNTRY CANADA 
QUIZ CASTLE 

Les Aventures de Professeur Manchot 



Sugg. Retail 



us$ 

CDN$ AMOUNT 

(Ap,C64,IBM) 

$39.95 

$44.95 

$ 

(Ap,C64) 

$39.95 

$44.95 

$ 

(Ap,C64) 

$49.95 

$59.95 

$ 

(Ap,C64) 

$19.95 

$19.95 

$ 

(Ap,C64) 

$19.95 

$19.95 

$ 

(Ap) 

$49.95 

$54.95 

$ 

(Ap) 

$49.95 

$54.95 

$ 

(Ap) 

$49.95 

$54.95 

$ 

(Ap) 

$44.95 

$49.95 

$ 


L AB PACKS, (one school edition with enough disks and materials for four more computer stations) 

_ FAY: THAT MATH WOMAN 

_ FAY: THE WORD HUNTER 

_ FAY’S WORD RALLY 

_ HOUGHTON MIFFLIN Data Disk 

_ GINN INTERMEDIATE Data Disk 

_ CROSSCOUNTRY USA 

_ CROSSCOUNTRY CANADA 

_ QUIZ CASTLE 

_ Les Aventures de Professeur Manchot 


(Ap,C64,IBM) 

$79.95 

$84.95 

$ 

(Ap,C64) 

$79.95 

$84.95 

$_ 

(Ap,C64) 

$99.95 

$119.95 

$ 

(Ap,C64) 

$39.95 

$39.95 

$_ 

(Ap,C64) 

$39.95 

$39.95 

$_ 

(Ap) 

$99.95 

$119.95 

$_ 

(Ap) 

$99.95 

$119.95 

$_ 

(Ap) 

$99.95 

$114.95 

$_ 

(Ap) 

$84.95 

$99.95 

$_ 


Shipping And Handling 
TOTAL 


$ 2.50 
$_ 


Specify format: □ Apple ][ series □ Commodore 64 □ IBM 


PLEASE SEND TO: Name: 

Address: _____ 

City/State:~ ~ 

Zip code: __ 

Phone: 7 ) 

Payment: □ Cheque Q COD □ VISA □ MASTERCARD □ P.O. 

Allow 4 - 6 weeks for delivery. Charge card # 

Expiry date: ___ 

Mail to your local software supplier or 

Didatech Software Ltd. 3812 William Street, Burnaby, B.C., Canada V5C3H9. 
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